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Theme: Changing landscape, nothing, but something 


Forest park model 


e The area is about 40m x 40m, a model with a three-dimensional effect (check the feeling by walking) 
e One tree for meeting (center) 
e Observatory on the mountain 
e A resting place for chatting, a teahouse on the pass, and a log house 
e Waterfall (river), pond (bridge) 
e Event links (10 places) 
e Promenade 
e FLOAT mark If 
you float here, you can go to an island that floats in the air. 
e Footprints 
have no meaning, but I'll make them for the time being 
e Natural disaster switch 
Place 3 for earthquakes and 3 for eruptions, for a total of 6 pieces somewhere 
e Total number of polygons 1000-2000 polygons 
e Browser specifications: The angle and size of the rising slope 
can be set in version 1.1. As of version1.0, the front is 0.40m and the height is up to the line of sight (1.7m), so it has considerable climbing ability (*“). Therefore, 
please decide and specify when creating the model. 


texture 


e For background, weather, re-covering day and night 
1. Daytime: blue sky, bright clouds (image photo), rain clouds, rain, snow 
2. Night: starry sky, bright clouds, rain clouds, rain, snow 
e Waterfall movie texture 
e Re-covering depending on the season such as the surface of the earth and trees 


| winter | spring summer autumn 
Mountain White snow |Fresh green|iGreen _||Autumn leaves 





place 










Central tree |Green Green Green Autumn leaves 
Lakeside forest||Dead leaves [Fresh green Green Autumn leaves 
grass Whitish green |Fresh green Green Green 


In addition, please specify if there is a place that gives a sense of the season depending on the place. 
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Be sure to group the parts that change the texture together or make them independently. 





script 
(Sony) 


Effect and realization method 


e Permanent effect 
o Place polygons in the background of flowing clouds in an octagonal shape, and apply texture to them. And rotate to the right 5sec 
o Waterfall movie texture 
o Water surface 1sec (examined by Sony) 
o Soyogu tree isec (examined by Sony) 
e Changes of the day 


o Time signal chime, cuckoo clock sound 1hour 
o Movement of the moon and the sun 10deg / 20min 
o Shade of a tree billboard 10deg / 20min 
o Day and night directional light changed to point light 1 / 6hour 
© Consider scrolling or polygoning the sunrise and sunset textures from below 
e Change every day 
o Weather Sunny, cloudy, rain clouds, rain, storms, snow, snowstorms 
o Is it necessary to superimpose the starry sky background texture at night? Suspect 
o Relocation of billboard and texture 
e Seasonal change 
o Spring, summer, autumn and winter (fresh green, autumn leaves, snow scene) 
o Color change of polygon at the end of the world, texture change 
o On the mountain, the texture of the flowerbed 
e User switch 
o The same principle as the cannon of the natural disaster CP 
o If the earthquake just goes up and down, the undulation effect of ask needs to be examined. 
o Billboard, movie texture on the eruption mountain 





URL link 


Q: For orienteering and quizzes http: //vs.sony.co.jp / ... 

1 place in the air 6 places above ground 3 places underground 
MAP: Link to map local file: /// c | / ... (not needed?) 

Each point 
i: For information http: //vs.sony.co.jp / ... 

The side of the meeting tree 





Task 
Drawing expression, effect 


e Sunset, sunrise 
e Star 





Underground city 





Theme: Immutable, calm hideaway 





e Back alley, a nostalgic town like the Yokohama Ramen Museum 

e The atmosphere is like a bar in a stall, the square is in the center, and there are a few shops (small rooms). 
e There are about 3 stores that you can actually enter. This is a double side polygon. 

e You can enter by falling from the entrance behind the waterfall 

e Always dark tones at night 

Approximately 20m x 20m (check your senses by walking as appropriate) 

Total number of polygons 1000 polygons, with texture 


Positional relationship with the forest park 
About 10m to 20m underground. However, this allows for adjustment. Looking up from the basement, you can see the ground transparently with a single polygon. 
Relationship with avatar 


Make it a model that is no wonder even if there is a cute animal avatar. The atmosphere of a bar in Jumping Flash 2 on the PlayStation. 





Levitating island 


Theme: Hideaway on the clouds 





e If you float where there is a Float mark, it will pass through an empty hole and reach the top. From there, land on the island. 
e Feeling floating in the air 

e Palm tree 

e There is an open-air tropical cafe (?) 

e There are few polygons, 100-200 polygons. The bottom may be flat. 


Positional relationship with the forest park 


About 20m-40m above the ground. This can also be adjusted. When looking up from the surface of the earth, it is not transparent. Make it clear that there is something 
floating in the air. 





Avatar 


Theme: Lots of avatars, forest animals 





Avata specifications 
By sharing parts, avatars create actions and avatar rooms as efficiently as possible. Extreme story, can be replaced for each part. 


e Cute animal 
3 cute body characters. 


e Number of polygons Target 150 polygons Since the 
line of sight is from above, it is not necessary to block the bottom of the torso, the bottom of the head, and the bottom of the feet. If it is transparent due to action 
etc. and it is not good, block it. There are small details that cannot be seen. 


e Parts composition 
1. Main: head, torso, hands, feet, tail 
2. Sub-parts: Other 
As a result, both fish and birds will automatically have parts that correspond to their limbs (even snakes ??). Even if you do not set the main part, embed the part 
number in the model with a dummy. 


Standardization of part numbers 


: head 

: Torso 

: Right hand 

Left arm 

: Right foot 

: Left foot 
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avatar model###A 


(BESO 11/13) 

° WAC 

o UMA 
Sae 
OF 
Hse 
raccoon 
Penguins 
Monkey 
Child little boy 
Child little girl 
Bear 
Cow 
Horse 
Tiger 
sheep 
Wild boar 
Tori (sparrow, duck, chicken, doudou) 
Chick 
Eggs (Calimero style), limbs, big eyeballs. 
Dragon 
Dolphin 
shark 

o Snake 

Priority order 


oo 860 lh 80 80 86 86 80 80 80 86 86 86 8G 8G G&G G&G G6 86 8 





Task 

Avatar creation 
o Action 
© Sound size 


°o Loading time 


Production process 





Modeling notes 


Collision detection 


In CP, collision detection is performed in units of internal objects (VsObj). The first thing surrounded by Transform in VRML is called TopObj, and after that, each 
Transform is created as a child object in a tree structure. 


Collision detection first finds the maximum outline (bounding box) of this object and checks whether it is within that range. If so, it means that there is a possibility 
of a collision, so we will further investigate the child's object. This is repeated recursively to find out if there is a final collision. 


Due to such an algorithm, collision detection is very inefficient and navigation speed is slow in VRML structures where bounding boxes overlap. 


To reduce overhead, care should be taken to avoid overlapping parent and child object bounding boxes. 
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